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Dedicated to all those working to keep their city weird. 


Typeset in Old Standard. 


About This Playkit 


In City of Small Magies, you play a year in the life of a loose circle of friends living 
in a sprawling metropolis where the extraordinary feels mundane. It will probably 
take more than one session to play through in its entirety. 


This is a playkit for Belonging Outside Belonging, a system for GMless and diceless 
play. It requires a working knowledge of that system. It has a community sheet, eight 
character roles, and six setting elements. It also has two card-based large random 
tables, right at the end. To use these, you will need two 52-card packs of playing 
cards, in addition to the regular BoB gameplay materials. Pick one to be your Details 
Deck and one to be your the Thursday Deck. 


The first random table is the Side Character Detail Generator. At any time, pull out a 
card (or two, or three, or four) from the Details Deck and consult the table to help 
figure out what a side character’s Name and/or Look and/or Occupation and/or Hobby 
is. Then shuffle the card or cards used back into the deck. 


The second random table is the “Just Another Thursday” random events table, which 
is split over four pages. When it’s Thursday, someone flips over the top card of the 
Thursday Deck. Place that card in a discard pile. Find it’s matching event and mark 
that event’s © symbol, to keep track for later sessions. Read the event’s opening, and 
take the lead in answering address it’s leading questions. After that, decide how to 
resolve the event. You could gloss over it in a couple sentences, or play out a full scene. 
It might have an have an underlined Setting Element that it makes sense to bring in. 


If you draw a Joker, or another card that probably shouldn’t be in the deck, take a 
break from the game’s main focus to tell the table about a Thursday 5, 15, 50 or 500 
years ago. This will surely give some unexpected insight into your character’s 
backstory, or some long-submerged part of the City’s past, or maybe just something 
completely unrelated that happened in the City at some point. 


Once you’re done with a Thursday’s event, the group plays or skips through the rest of 
the week, however they see fit. Sooner or later, it will be Thursday again. 


There are 52 cards in the deck, and (roughly) 52 Thursdays in a year. Once you’ve 
played through all the events, you’ve truly played this game to completion. 


Welcome to the 


City of Small 
Magics 


Pick 3 to 5 Visuals of the City: 


© Moments of history, frozen in mid-air 

© Used bookstores laid out like labyrinths 

© Sprawling gardens that devour buildings 

© Trendy little cafes opening up everywhere 

© Preparations for an upcoming festival 

© Statues of men with pointy hats and swords 
wandering around the streets 

© Fleets of hot-air balloons. 

© Clothes made out of chip and lolly packets 

© Museums dedicated to futures that never were 
and pasts that will never be 

© Beehives the height of skyscrapers 

© Clusters of clouds in conversation 

© Great truths of the universe scrawled upon 
lonesome walls of concrete 

© Children riding around on giant beetles 

© A swirling mulicoloured vortex of a sky 

© Dreams that crawl out of people’s heads and 
dance with each other on the rooftops 

© Stars that sing gentle lullabies late at night 
© Ever-present fog with a mind of its own 

© Flocks of mechanical birds made out of silver and 
gold, with little gems for eyes. 

© Obelisks inscribed with promises, secrets and 
regrets provided by anonymous citizens. 

© Murals of children’s visions of the future. 

© Shrines to small and forgotten gods. 


Possible parts of the City you might live 
in or visit or bring up in conversation: 


The part of the City... 

* ...Where all the dead people live 

* ... That is stuck several centuries in the past 

* ... Where the buildings all walk around on legs 
+ ...That floats high up in mid-air, tethered to the 
rest of the City by a single silver thread 

* ...Where gravity is upside-down 

* ... That looks just like an MC Escher drawing 
* ...With hollowed-out trees instead of buildings 
* ...Populated mostly by badgers dressed in 
waistcoats, monocles, tophats and frocktails. 

+ ...Filled with travellers from the Far Suburbs. 
* ...Which consists entirely of brightly coloured 
boats of various sizes, floating on a giant lake. 

+ ...That it is illegal to speak the true name of. 


Drawing the Map 


Sketch a map of the City using the biggest piece of 
blank paper you have lying around 


Some things you might want to draw: 
* The parts of the City each of you live in. 
* The Visuals that you picked as a group. 
* Temples of the Neon Goddess. 

* The palace of the Gilded Prince. 

* The edges of the Far Suburbs. 

* Some ruined or abandoned buildings. 


* Somewhere a lot of events and parties are hosted. 


* Somewhere the lot of you will all hang out at. 
* An empty lot marked “Here Be Dragons.” 

* A compass rose, with unusual point labels. 

- A talking tree. 


Extra Notes About The City Below: 
























































Introducing the 
Artist 


The City is alive with art. From graffiti and 
basement shows to gilded portraits and 


orchestral symphonies, art brings strangeness 


and beauty to spaces and reminds people 
what truly matters. 


You have dedicated your heart and mind to 
keeping that art alive. Everyday you work to 
help make the City a little more vibrant, 
dynamic and weird. 


The Artist is a sharer of ideas, upholder of 
ideals, and creator of culture. 


Their power is social, creative, and manifests 
itself in subtle ways. 


Name & pronouns: 
© A sentimental name © A poet’s name 


© A peculiar name ——© A pretentious name 


Choose some looks 

Hands: callosed, ink-stained, tattooed, beringed, 
dainty, skillful, nervous, busy, strained. 

Eyes: steady, distracted, teary, excited, tired, fiery, 
joyous, intense, behind wireframe glasses. 


Pick some of these to describe your art: 
© Traditional © Landscape paintings 

© Geometric © Concept albums 

© Religious © Immersive spaces 

© Macabre © Bespoke outfits 

© Subversive © Sculptures of animals 

© Elaborate © Playable rituals 

© Dreamlike © Tattoos 


Pick what you say through your art 

© There are no limits to what art can be 

O We must always reap what we sow 

© If we look for it, we will always find beauty 
© Much of society is cruel and arbitrary. 

O We must build a better world, together. 

© To truly live we must first accept death 


Pick 1 old collaborator and 1 new one 
© A master of the old traditions and styles 
© A prodigy innovating with the form 

© Your sister with a beautiful story to tell 
© A realist who helps keeps you grounded 


Ask 1 left and 1 right 

* How have you been inspiring my art? 

* What artwork have you asked me to make? 
* Why did you insult my work recently? 

* What project are we working on together? 


Lure 
When someone interacts with or gets involved in 
your art, they get a token. 


Strong Moves Spend a token 

* Make something beautiful 

* Have a breakthrough or epiphany 

* Captivate someone with your presence 

* Bring people together through your art. 

* Help someone express themselves in a new way. 
* Ask “What do you need to hear from me?” 


Regular Moves 

* Take action, leaving yourself vulnerable 

* Use an unexpected approach 

+ Speak up for the despised or underestimated 
* Watch closely 

* Speak your heart 

* Ask “How does my art make you feel?” 


Weak Moves Gain a token 

* Become overwhelmed with doubt 

+ Isolate yourself to work on your art 

* Provoke or upset someone unnecessarily 

* Hold someone to impossible standards 

* Pursue your own passion over empathy or reason 
* Ask “How has my intended message backfired?” 


Introducing the 


Child 


You don’t really understand adults. They say 
and do very strange things, worry about stuff 
that doesn't make sense, and most of all 
work. Adults all seem to be work, in whatever 
way for whatever reason. 


You don’t believe in work - at least, not most 
of the time. You believe in fun and games and 
curiosity and friendship and wonder. One day 
you'll grow up, but today is not that day. 


The Child is a maker of friends, discoverer of 
secrets, and learner of lessons. 


Their power is unprecedented, growing, and 
uncertain of it’s true form or nature. 


Name & pronouns: 
© A surprising name © A playful name 
© An awesome name © A simple name 


Choose some looks 

Movements: skipping, stomping, sliding, sneaking, 
big jumps, walking backwards, cartwheels, rolling. 
Hair/Hat: messy, braided, ribboned, pigtails, rat 
tail, propellor cap, scary mask, flower crown. 


Pick 3 gifts you carry with you, and tell the 
table who gave you each of them. 

© A really big book © A very good joke 

© A pirate costume © A grappling hook 

O A piece of starlight © A squid eyeball 

© A tiny music box © A light-up yo-yo 

© A misshapen key © An invisible ink pen 

© A snap bracelet © A seven-sided die 

© A talking skull © A box of glow sticks 

© A protective amulet © A vial of monster blood 


Pick 1 old friend and 3 new ones 

© Your pet snake (she doesn’t bite - promise!) 
© Your home’s assorted little ghosts and gods 
O A girl at school © A used car salesman 
© A lost scarecrow © A time-traveller 

© A witchy neighbor © A big ol’ newt 

© An aging tailor O A sailor’s ghost 

© Some chatty crows © Your reflection 

© The sewer rats © Your pet snake 

O A postbox © An orb of light 

© A stuffed platypus © A cranky old cat 


Ask 1 left and 1 right 

* Why haven’t you asked about my parents? 
* What have you promised to help me find? 

* What tricky question do I keep asking you? 
+ What secret did I tease out of you recently? 


Lure 
When someone plays along with one of you games 
or plans, they gain a token 


Strong Moves Spend a token 

* Squeeze somewhere nobody else can 

* Tease a secret out of someone 

* Copy a trick you’ve seen someone else use 
* Learn an important lesson 

* Do something impossible to escape danger 
* Ask “What is hidden here?” 


Regular Moves 

* Take action, leaving yourself vulnerable 

* Ask a friend for help 

* Talk with something no one else would 

* Ask all the questions in your head all at once 
* Find something that catches your attention 

* Ask “Will you be my friend?” 


Weak Moves Gain a token 

* Follow your curiosity or boredom into danger. 

* Blurt out a secret 

* Play or fiddle with something you’re not meant to. 
* Trust someone you shouldn’t 

* Cry 

* Ask “What here am I not picking up on?” 


Introducing the 


Fallen Star 


The Heavenly Chorus floats far above 
the City, aloof to the world, unmoved 
by earthly woes. A realm of eternal 
orbits and undisturbed harmony. 
Boring! 


Well, you left that snoozefest, and now 
you're here in the mess and dirt and 
life of the City. 


The Fallen Star is a visitor from above, 
fish out of water and guiding light. 


Their power is miraculous, luminous, 
and marks them apart from others. 


Name & pronouns: 
© A simple name O A guiding name 


© A portentous name © A forgotten name 


Choose some looks 
Form: avian, angelic, crystal, geometric, mechanical 
Glow: neon, spectral, rainbow, fading, flickering 


Pick 2 stories you tell about how you left the 
Heavenly Chorus, and the truth: 

© “I snuck out to reunite with a human lover” 

© “I tripped and fell after drinking a little too much 
moon-wine at a celestial banquet” 

© “I was sent down to spy on the trees for five 
million years, then return with my findings” 

© “I was exiled as punishment for speaking out 
against the Sun’s tyrannical reign” 

© “I came to see the City for myself, before it gets 
destroyed by the invaders from beyond the skies” 

© “I was summoned by a scheming magician intent 
on stealing my light, and only narrowly escaped” 

© “I was kicked out for my bad singing voice” 


Pick 2 that came with you: 

© The mournful servant of a long-dead supernova 
© An overly ambitious bird, who burned her wings 
when she flew too close to the Sun 

© A lost astronaut, literally dying of homesickness 
© A tiny piece of space junk that you plan to hold in 
your hands and sing to until it hatches. 

© A wish that was made upon me as you fell from 
the heavens, that you shall help one day come true. 


Ask 1 left and 1 right 

* Which of your secrets did I see from above? 
* What about you puzzles me most? 

* How could you tell ’'m not from here? 

* What about my story fascinates you most? 


Lure 
When someone goes out of there way to help you 
adjust to life in the City, they earn a token 


Strong Moves Spend a token 
* Hold someone’s hand and fly with them. 

* Show things from a new perspective. 

* Provide comfort, curiosity, advice or warmth. 

* Shine a way through the darkness. 

* Make a lasting connection with something or 
someone down here. 

* Drift back up to your place in the Heavenly 
Chorus, or else dramatically vow to never return. 
* Ask “What here have only I noticed?” 


Regular Moves 

* Take action, leaving yourself vulnerable. 

* Look up at the sky with nostalgia or contempt. 
* Share a story from your old life. 

* Tell a lie to better blend in. 

* Gently glimmer. 

* Ask “What here is totally new to me?” 


Weak Moves Gain a token 

* Blunder while acting out of ignorance or naivete. 
* Draw unwanted attention to yourself. 

* Utterly fail to see why something matters. 

+ Explain how your absence in the sky is effecting 
life down here. 

* Invoke the wrath of the Heavenly Chorus. 

* Ask “What here is utterly unfamiliar to me?” 


Introducing the 
Oracle 


Destiny is a great ocean in which we all must 
live. Most people are like the fish who doesn’t 
see the water she swims in, adrift in a cosmos 
they don’t understand, subject to forces they 
can’t control. 


You’re something more like a navigator. With 
a mix of innate talent and well-honed craft, 
you catch glimpses of what may lay ahead, 
reading the currents of fate to plot a better 
path forward. 


The Oracle is reader of fortunes, sayer of 
doom, and watcher of otherworldly forces. 


Their power is predictive, mystical, and 
forever mired in uncertainty. 


Name & pronouns: 
© A fortunate name © An ominous name 
© A sage’s name © An esoteric name 


Choose some looks 

Eyes: piercing, youthful, troubled, tired, unsettling, 
clouded, timeless, numerous, bloodshot, blindfolded. 
Divination Method: a crystal ball, an ancient book, 
clouds, dreams, tea leaves, runic tiles, tarot, augury. 


Pick 1 vision you fear, and 1 you cling to: 
© A ring offered. Ceremony. Families united. 

© A sword drawn. Bloodshed. Justice served. 

© A gate opened. Confusion. Reality undone. 

© A final sunset. Darkness. Night exalted. 

© A flame lit. Destruction. The City reborn. 

© A web unravelled. Revelation. Lies ended. 

© A god slain. Mourning. Divinity reforged. 

© A throne emptied. Scandal. Power shifted. 

© The sky split in twain. Invasion. Order broken. 


Pick 2 people you keep seeing in visions: 
© The corpse-empress of a sunken city 

© The daughter you were never able to have 
© A charming stranger nursing a dark secret 
© Your guardian angel, watching from above 
© The Queen of Buzzing Insects whispering 
something urgent that you can’t quite hear 

© A scientist with a dire warning, ignored 
© A redeemed exile returning to society 

© A silent figure coated in silver and gems 
© A raven, bringing news from distant lands 


Ask 1 left and 1 right 

* What have I told you of your death? 

* Which vision of mine did you prove wrong? 
* Which of your questions can’t I answer? 

* Why are our destinies entangled? 


Lure 
When someone else moves one of your visions closer 
towards happening, they take a token. 


Strong Moves 
* Watch from afar 
* Reveal how you already prepared for this. 


Spend a token 


* Announce that recent events were all just a vision 
of yours, and revert to before then. 

* Let someone see the possibilities and 
consequences, to help them make a decision. 

* Make yourself feared or revered for your Gift 

* Ask “What’s the silver lining?” 


Regular Moves 

* Take action, leaving yourself vulnerable 

* Give someone cryptic advice. 

* Make a vague reference to a future event. 

* Read the emotions and memories of a place. 
* Tell somebody what they want to hear. 

¢ Ask “What does this mean, as an omen?” 

* Ask “What is about to happen?” 


Weak Moves Gain a token 
* Become overwhelmed with terrifying visions. 
* Insist the time is not right for action. 

* Make a dangerously incorrect prediction. 

* Withdraw from the rest of the world. 


* Ask “What storms are brewing?” 
¢ Ask “What here have I misunderstood?” 


Introducing the 


Peddler 


There are no supermarkets in the City. No 
multinational corporations. When people 
want something, they hunt down someone 
who knows how to make it. Or they come to 
you. 


You go from place to place, buying and 
selling, hustling and scraping, working to get 
your hands on anything that people might 
want - before they even know they want it. 


The Peddler is a purveyor of wonders, 
supplier of needs, and master of markets 


Their power is material, social and relies 
upon staying savvy and connected. 


Name & pronouns: 
© The name of a bird © A word for money 
© A wanderer’s name © A showy name 


Choose some looks 

Clothes: ostentatious, bulky, many-pocketed, 
hand-repaired, jingling, novelty, camouflage 
Currency: silver coins, gemstones, glass figurines, 
tinned food, bullets, rumours, secrets, favours, teeth. 


Pick 3 wares you're selling right now: 
© Cuckoo clocks — the City’s latest fad 

© A radio tuned to time-travelling frequencies 
© An ointment to help you grow extra eyes 
© Toffees that taste like forgotten daydreams 
© A jug of unending citrus and bitters cordial 
© Moments of joy, wrapped in tiny packets 
© An entire other universe, inside a glass jar 
© Front-row tickets to the end of the world 
© A device to see other people’s dreams 

© Friendly and loyal puffin companions 

© Artisanal home-made insults 


Pick 2 people you get your wares from: 
© A mutant smuggler from the deep sewers 
© A travelling merchant from the Far Suburbs 
© A scavenger who scours the trash heaps 

© The thieving butler of an old manor house 
© A kindly old artisan, master of her craft 

© A hobbyist who collects bizarre antiques 

© Your shoplifting teenage niece 


Ask 1 left and 1 right 

* What do I regularly keep you supplied with? 
* What rare item have you asked me to find? 

* How are you integral to my business? 

* Why have I been suspicious of you recently? 


Lure 
When someone comes to you looking to fulfill a 
material need or desire, they gain a token 


Strong Moves Spend a token 
+ Find the perfect person to sell something to 

* Pull out just the right thing for the situation 

* Have an old friend who can help with this 

* Say just the thing to win someone over 

* Cheat someone on a trade or wager. 

* Ask “What do I have that you want?” 


Regular Moves 

* Take action, leaving yourself vulnerable 

* Repeat some gossip you heard at the market 
* Suggest an uneasy bargain or compromise 

* Offer an interesting but useless knick-knack 
* Pack it all up and move on to a new spot 

* Ask “What do you have that I might want?” 


Weak Moves Gain a token 
+ Act desperately or recklessly out of greed 

* Draw ire by acting too ruthless or stingy 

* Offer a trade that benefits them over you. 

* Disrupt a conversation to haggle or bicker 

* Get caught selling fake or faulty goods 

* Ask “What do I owe you? 


Introducing the 


Reporter 


The City is a big place, and it’s always got a 
lot going on. If someone didn’t work to keep 
track of it all and explain it, the public would 
lose out on some very important information. 


You’re that someone. With a mind always on 
the lookout for scandal, intrigue, drama, and 
whatever else it is people want to know 
about, you don’t just stay up to date with the 
news - you write it 


The Reporter is an investigator of mysteries, 
writer of news and servant of the public eye. 


Their power is social, illuminating and 
depends on your reputation as a respectable 
journalist. 


Name & pronouns: 
© An old-timey name © A pseudonym 
© Acommonname ©  Analliterative name 


Choose some looks 

Voice: grim, soothing, professional, velvety, 
conversational tone, transatlantic accent 
Notes: self-writing, audio, encoded, lazy, 
inaccurate, excessive, holograms, tattoos 


Pick the story you’re most known for, and 2 
that you’re working on right now 

O A scathing exposé of the mayor 

© The case of the bottle cap bandit 

© Opinion: We Must Kill the Sun 

© An interview about art, music, fashion and 
scandal with the Queen Of Buzzing Insects 

© A report on every pretzel store in the City 
© An interview with your guardian angel 

© A thinly veiled rant about hating your ex 
© A blatant ad for a bubblegum manufacturer 


Make 2 contacts (left) that feed you leads 
and give each of them 1 or 2 traits (right) 
© A failed detective © Lives for gossip 

© Your odd secretary © Speaks in riddles 

© A psychie-for-hire © Has a criminal past 
© A used car dealer © Is a master hacker 

O A flock of pigeons © Is your long-lost twin 
© A very clever tree © Has slight ESP 

© The sky itself O Is a ghost 


Ask 1 left and 1 right 


* What mystery have you asked me to solve? 
* Why have I been investigating you? 

* What story did you beg me not to publish? 
* What rumours have I heard about you? 


Lure 


When someone comes to you with a potential clue or 


lead, they get a token 


Strong Moves Spend a token 
* Get an interview with someone important. 

* See the hidden truth of a situation or person 

* Drop pretences and speak earnestly 

* Pressure someone into admitting the truth. 

* Broadcast or publish news to the whole City 

* Ask “What’s your real goal here?” 


Regular Moves 

* Take action, leaving yourself vulnerable 

* Go on a stroll by yourself to clear your head. 

* Listen attentively. 

* Make an appeal to honesty or transparency. 

* Reveal that your tape recorder or hidden camera 
has been running this whole time. 

* Ask “What here is a potential clue?” 


Weak Moves Gain a token 

* Obsess over a false lead or red herring. 

* Ask someone all the wrong questions. 

* Do something reckless out of curiosity. 

* Get caught up in scandal or controversy. 

* Act on false information or a hasty conclusion. 
* Ask “How can I tell you’re not comfortable 
speaking around me?” 


Introducing the 
‘Trickster 


Most people do what they’re told. Sign says 
not to go into a building? They stay out. 
Society says not to lie or steal? They don’t. 
The world brings them into being as a certain 
form? They stay that way. 


You’re not like them. You don’t bother with 
rules, and do what seems useful or fun 
regardless of consequences. It may not be a 
“normal”, “nice” or “safe” way to live - but 
hey, it’s fun! 


The Trickster is a breaker of laws, teller of 
lies and changer of forms. 


Their power is evasive, deceptive and lands 
them in a lot of sticky situations. 


Name & pronouns: 


© A stolen name 
© A codename 


© A scheming name 
© A cheeky nickname 


Choose some looks 

Eyes: cautious, wandering, flirty, nervous, 
conspiratorial, friendly, eager, greedy, wild 

Hand Gesture: thumbs up, finger guns, jazz hands, 
occult signs, secret handshakes, silent signals 


Pick 3 Alternate Forms You Can Take On 
O A stray cat O A rattlesnake 

© A coyote © A eucalyptus tree 

© A pack of urchins © A murder of crows 

© A termite mound © A cardboard box 

© A ferris wheel © A barbed-wire fence 
© A diamond ring © An old tweed jacket 
© A kindly old woman © A mournful ghost 

© A thunderstorm © A perfect sunny day 
© The person that society wants you to be 


Pick your partner in crime and your rival 
© A teen girl with a knack for explosives 

© A hired killer with a flair for the dramatic 

© A con-artist addicted to the thrill of the job 

© A gentleman thief of the old school 

© A talking snake with many twisting schemes 

© A revolutionary building an army of crabs 

© A rogue scientist always concocting new poisons 
© The pickpocket-surgeon who stole your heart 

O A rag-tag crew of muggers and kidnappers 


Ask 1 left and 1 right 

* What scam do the two of us have running? 

* Which of my lies did you uncover recently? 

* What have I stolen from you recently? 

* How did I nearly get us both killed recently? 


Lure 
When someone asks you do something sneaky for 
them, they get a token 


Strong Moves Spend a token 

* Get into somewhere trying to keep you out or out 
of somewhere trying to keep you in 

* Tell an obvious lie, and have them fall for it 

* Provide an opportunity or distraction 

* Have a shifty contact of yours come in to help. 

* Do something the boring, safe or legal way 

* Ask “What here is valuable?” 

* Ask “What’s the best place to hide?” 


Regular Moves 

* Take action, leaving yourself vulnerable 

* Take a minute and turn into one of your other 
forms, or back to your “true” form. 

* Tell everyone the plan 

+ Avoid detection by staying perfectly still 

* Shift the blame 

* Ask “What here looks easy to steal?” 

* Ask “What’s the quickest way out of here?” 


Weak Moves Gain a token 
* Have a scheme blow up in your face 

* Chase after or grab at something shiny 

* Make things worse with even more lies 

* Revert forms at the worst possible moment 

* Confess to the worst possible person 

* Ask “How have I earned your suspicion?” 


Introducing the 
Vessel 


The shadows of this world are kept at bay by 
a divine light older and truer than anything 
else. It is a light that shines not down from 
above, but from within the hearts of people. 


You gave up everything to be a glowing 
beacon of that light. A noble and beautiful 
purpose, but one that weighs heavily on your 
frail human shoulders. 


The Vessel is agent of the divine, protector of 
mortals, and bridge between the two. 


Their power is ritualistic, warding and their 
burden to bear. 


Name & pronouns: 
© Anangel’sname © A humble name 
© A promise O A virtue 


Choose some looks: 

Face: smiling, honest, troubled, mournful, tired, 
kindly, thoughtful, concerned, pensive, empty, veiled 
Touch: gentle, firm, comforting, unsettling, soft, 
warm, ghostly, uncertain, telepathic 


You know Warding. Pick who it shields: 
© The living, from ghosts and the undead. 

© The human, from otherworldly forces. 

© The outcast, from those that rejected them. 
© The downtrodden, from their oppressors. 


Pick 2 other rituals that you know: 

© Meditation, for a touch of divine serenity 
© Vision-eating, for a touch of divine beauty 
© Heart-bonding, for a touch of divine unity 
© Mock battle, for a touch of divine strength 
© Unnaming, for a touch of divine simplicity 
© Funerary rites, for a touch of divine grief 
© Mass revelry, for a touch of divine joy 


Pick 2 that depend upon your sanctuary: 
© A fading priestess of the Neon Goddess 

© A wandering angel who’s lost her wings 

© A concrete elemental looking for a purpose 
O A struggling but hopeful young musician 

© A flock of sparrows looking for a new nest 
© The dying god of an old slang word 


Ask 1 left and 1 right 

* How did I mark you as touched by divinity? 
* What ritual did you ask to participate in? 

* Why have you rejected the divine? 

* What have I protected you from recently? 


Lure 
When someone looks to you for protection or 
guidance, they gain a token 


Strong Moves Spend a token 

* Perform a ritual with skill and potency. 

* Banish an unwanted presence. 

* Fill someone with hope and determination. 
* Unleash forth the raw power of the Divine 
* Ask “What do you cherish most of all?” 

* Ask “What do we have to look forward to?” 


Regular Moves 

* Take action, leaving yourself vulnerable. 
* Suffer a harm that would befall another 
+ Appeal to kindness or mercy 

* Speak with the divine 

* Gather supplies for a ritual 

* Ask “What is being worshipped here?” 


Weak Moves Gain a token 
* Sacrifice something important to the divine 

* Temporarily lose your link to the divine 

* Botch a ritual, exposing yourself to ridicule 

* Make a promise you can’t possibly keep 

* Collapse from exhaustion 

* Ask “What evil lies in this place?” 


You also play the 


EYES 


of the city 


The City delights in gossip and scandal. 


On every street there are peering eyes, eager 
ears, and busy tongues - whatever you're trying 
to hide, people are going to find out. Trust me. 





Pick 2 Desires 

© To create and deepen social connections. 
© To hurt & punish without any culpability. 
© To make a controversy out of everything. 
© Safety from betrayal and deceit. 

© Joy in the misfortunes of others. 





Pick 3 Aesthetics 
© True stories, exaggerated with each retelling. 
© Columns of paper, for anonymous messages. 


© Raccoons scurrying around in newsboy outfits. 


© Mischievous whispering over tea and wine. 

© Accusations and insults, delightfully veiled. 
©) “A little birdy told me” (literally) 

© People pretending to read while they listen in. 





Moves: 
* Reveal a spy or eavesdropper. 
* Subject someone to unwanted attention, 
scrutiny, judgement or public speculation. 
* Bring in rumours about other people’s lives. 


You also play the 


GOING-ONS 


of the city 


The City comes alive at night. 


The streets are lit up all sorts of colours, the air 
buzzes with anticipation, and there’s a thousand 
places to be. Where are you headed tonight? 





Pick 2 Desires 

© The thrill of being part of an exclusive group. 
© New connections formed between strangers. 
© Brand new ways to excite and delight. 

© Gossip and news from across the City. 

© Peaceful aftermaths following chaos. 





Pick 3 Aesthetics 

© Lavish costumes, complete with ornate masks. 
© Strange, bewitching music that oozes out of 
the clubs and into the open night. 

© Gold, glitter, glamour and glitz. 

© Handwritten letters in sealed-wax envelopes. 
© Dimly lit parties held deep beneath the earth. 
© Fairy socialites in acorn hats and petal gowns. 
© Travelling shows of theatrical acrobatics. 





Moves: 
* Put someone in the spotlight. 
* Reveal an unexpected guest. 


* Kick off a contest, ritual, performance, or game. 


You also play the 


RUINS 


of the city 


The City is built on the ruins of itself. 


Time grinds down on all, until all that was once 
mighty is forgotten or lost. But the past never 
dies, no matter how deep it’s buried. 





Pick 2 Desires 

© To be explored, investigated, and understood. 
© To be torn apart, taken from, and reused. 

© To challenge assumptions about the past. 

© To display the impermanence of all things. 
© To usher forth a return to the old ways. 





Pick 3 Aesthetics 

© Cave paintings of now-extinct animals. 

© Ancient graffiti, vulgar and crass as ever. 

© Buildings endlessly rebuilt and repurposed. 
© Granite heroes and monsters, locked in battle. 
© Corpses preserved in ash, amber and clay. 

© Wilderness taking back the ruins back over. 
© Weird artifacts that hint at a pre-human past. 





Moves: 

* Show how the past still lingers in a place. 

* Reveal something old and extraordinary, that’s 
been tucked away and survived all this time. 

* Offer an opportunity deeper under the ground. 


You also play the 


RULES 


of the city 


The City’s got rules. 


You can follow them, break them, use them or 
abuse them, but whichever way you’ve got no 
other choice but to live with them. 





Pick 2 Desires 

© Safety, at the cost of freedom. 

© Consistency, at the cost of reason. 
© Propriety, at the cost of truth. 

© Stability, at the cost of justice. 

© Vindication, at the cost of healing. 





Pick 3 Aesthetics 

© Mundane social expectations made literal law. 
© Commandments carved into stone & flesh. 

© Oaths and contracts enforced with sorcery. 

© Everything treated like a silly game, except for 
actual games, which are deadly serious. 

© An unhuman judge upon a towering throne. 

© Incomprehensible eldritch bureaucracy. 

© Secret laws upheld at secret trials. 





Moves: 

* Introduce a rule or loophole. 

* Make someone answer for what they’ve done. 

* Offer an opportunity to judge, punish or forgive. 


You also play the 


SECRETS 


of the city 


This City is home to things bigger than any of us. 


Things bigger than the petty magics that we are 
all used to. Things that are older and far more 


powerful. Things with plans we don’t know about. 





Pick 2 Desires 

© To toy with us for their own entertainment. 
© To draw us into their schemes and struggles. 
© To lord over us and bask in our admiration. 
© To protect us from impending destruction. 
© To live among us and understand our ways. 





Pick 3 Aesthetics 

© Mystery cults dedicated to esoteric figures. 

© Grimoires of forgotten lore and Old Magic. 

© Spells and hymns chanted in dead languages. 
© Mystic doorway to other worlds and times. 

© The unexplained smell of blood and brimstone. 
© Mirrors that reveal what our eyes can’t see. 
© Sigils and runes etched into doorways. 





Moves: 

* Speak to someone through dream or omen. 

* Let someone in on a secret ritual or meeting. 
* Meddle in human affairs, with messy results. 


You also play the 


JOURNEYS 


of the city 


To be anywhere, you must first travel there. 


It’s a simple idea, but not a simple task. In a place 
as confusing and chaotic as the City, you can’t 
expect to get anywhere without detour or delay. 





Pick 2 Desires 

© To leave you lost and confused. 

© To take you somewhere else entirely. 

© To provide time and space for quiet reflection. 
© To display the City’s size and complexity. 

© To keep everyone moving, always moving. 





Pick 3 Aesthetics 

© Crowded boats bobbing down the canals. 

© Hidden pathways through the undergrowth. 
© Shifting and inconsistent geography. 

© Dimly lit tunnels through the underground. 

© Ghostly figures taking public transport. 

© Sparrows and finches acting as loyal guides. 
© People using hooks and harnesses to grab onto 
clouds and travel along with them. 





Moves: 

* Reveal an unexpected obstacle or detour. 

* Introduce somebody else going the same way. 
* Describe a moment of waiting or movement. 


Card 
OA 
Q2 
O38 
O4 
OD 
46 
QO? 
48 
O9 
410 
OS 
&Q 
Ok 


OA 
V2 
V3 
V4 
Vd 
V6 
O07 
V8 
99 
Y10 
VA 
0Q 
OK 


Name 


a haunted name 

a violent name 

a mocking name 

a scholar’s name 

a forbidden name 

a foolish name 

an animal’s name 
a flower’s name 

a name oft forgotten 
an angel’s name 


a devil’s name 


a goddess's name 
a tortured name 


a fairy name 


a shifting name 
an ancient name 
a futuristic name 


an alien name 


a fungal name 
a rhyming name 


a sharp name 


an autumnal name 
a wintry name 

a summer’s name 

a name of spring 
an overly long name 


Side Character Detail Generator 


Look 

teary eyes 
flowing hair 
gravelly voice 
soft hands 
rainbow aura 
fancy clothes 
whitened teeth 
pet beaver 
angular face 
lanky limbs 
bad vibes 
frail body 
sweel scent 


empty eyes 
alive hair 


singsong voice 


busy hands 
infrared aura 
torn clothes 
sharp teeth 
pet wasp 
honest face 
broken limbs 
feral vibes 


Occupation 
vibe-ologist 
edgy teen 
lamplighter 
haberdasher 
bricklayer 
botanist 
busdriver 
cult leader 
belly dancer 
con artist 
glassblower 
veterinarian 
hairdresser 


gardener 
bookbinder 
“doctor” 
wanderer 
acrobat 
pastry baker 
student 
architect 
post officer 
toymaker 
ceramicist 


hardened body set designer 


musky scent 


dream diver 


Hobby 
kite-flying 
bonsai 
astrology 
whittling 
mapmaking 
embroidery 
puzzles 
backgammon 
herbal teas 
surfing 
crochet 

folk songs 
tarot 


riddles 
moonbathing 
smoke rings 
magic tricks 
foraging 
augury 
forgery 
archery 
ciphers 
history 
sci-fi movies 
sailing 
climbing 


Card 
OA 
2 
O38 
o4 
Ob 
6 
O7 
o8 
o9 
©10 
OJ 
OQ 
ok 


GA 
b2 
b3 
4 
oo) 
6 
DB? 
28 
BY 
&10 
J 
&Q 
OK 


Name 


a twisted name 
a rhythmic name 
a gruttal name 


a secret name 
a strong name 
a gentle name 


a worker’s name 


a lazy name 


a formal name 

an unsettling name 
a prophesied name 
a monster's name 
a lawless name 


a mother’s name 
a father’s name 
a friend’s name 


a lover’s name 


a child’s name 

an elder’s name 

a warrior’s name 

a peaceful name 

a commanding name 
a rebellious name 

a glorious name 

a cowardly name 

no name at all 


Look 

excited eyes 
tangled hair 
raspy voice 
frantic hands 
many auras 
stolen clothes 
metallic teeth 
pet donkey 
broken face 
elastic limbs 
groovy vibes 
hallowed body 
minty scent 


insect eyes 
neon hair 
robotic voice 
dyed hands 
blinding aura 
stylish clothes 
spare teeth 
pet elephant 
perfect face 
flailing limbs 
witchy vibes 
ice cold body 
floral scent 


Occupation 
potion brewer 
lifeguard 
shopkeeper 
ropemaker 
skull maiden 
confectionist 
puppeteer 
claque 
trendsetter 
false prophet 
aura model 
jazz singer 
juggler 


prettyboy 
pickpocket 
“intellectual” 
NUISANCE 
lost orphan 
babysitter 
storyteller 
impostor 
advisor 
aristocrat 
bodyguard 
daredevil 
scavenger 


Hobby 
hide & seek 
hymns 
origamt 
knifemaking 
weaving 
dentistry 
insects 
mysteries 
prophesies 
politics 
sungazing 
debating 
time travel 


comic books 
lock picking 
rap MUSIC 
contortion 
vinyl records 
hand repairs 
wagers 

bird spotting 
genealogy 
being a ghost 
card games 
cooking 
street art 





Just Another Thursday - Domestic Events (Hearts) 


A Orealise I left my umbrella at your place, and send someone else to pick it up for me. When did you 
leave your umbrella there? Why don’t you want to go back yourself? Who do you send to get it? 


2 OThave a private chat with you, to check if you’re Okay. What made you decide to check up with 
them? Where do you have the conversation? How do you bring up that you’re worrying about them? 


3 © We go out, for drinks. What are you celebrating? What drink is everyone getting? What place are 
you having them at? What theme, event or contest is that place having tonight? 
That event or contest may be big enough to be a GOING-ON of the City. 


4 ©OThave the lot of you over, to prepare for a surprise party. Who is the party for? How are each of you 
contributing to the preparations? They’re coming sooner than thought - how do you rush it along? 


5 © We go toa funeral together. Who died? What memory for their life most sticks out to each of us? 
How do you all show your sorrow for the loss? How do you all show your celebration of their life? 


6 © Icome over to your place, to play a game. What’s the game called? What special items are used to 
play it? Which one of you is pretty sure they sort of understands the rules? 
This game may be a form of the RULES of the City. 


7 OvIlie down alongside you on a grassy slope, gazing into the evening sky. What do each of you notice 
most in the sky, and what does it make you think of? What secret do you each tell each other, that you’ve 
been waiting to say until the time felt right? When you realise that it’s now getting truly dark and you 
should each go home, what last question do you each ask the other before heading off? 


8 © We go site-seeing together to a part of the City none of us has been to before. Which part is it? 
What corny slogan is on all the posters and ads for it? What are each of you most excited to go see? 
What do you all agree it’s best to skip? How do the people here take to tourists? 

This is a JOURNEY through one part of the City. 


9 ©OInmake my regular visit to a temple of the Neon Goddess. What sacred duties do you attend to? 
What part does your homage to the Neon Goddess play in your life? One of luminant priestesses pulls 
you aside to talk to you about a spiritual concern - what is it? 


© We head out to the markets together, to get some supplies. Where are the markets being held? What 
Q are each of you here to get? What unplanned treat or trinket do each of you buy as an impulse? 


= 


J ©O We go toa University lecture with a guest speaker, to learn something new for once. Who is the 
guest lecturer? What is the topic? How long into the lecture does it take each of you to lose all interest? 


Q OI meet you in the little hidden garden I’ve been keeping to myself for a while. How did you first 
discover it? Why did you choose them to finally reveal it to? What superstition do I tell you about the 
fountain? What do you turn the conversation to once you run out of things to say about the garden? 


K © We visit the museum together. What exhibit is each of you most excited to check out? What 
uncomfortable story from their personal life does the tour guide keep finding ways to bring up and talk 
about? Someone abandons the rest to stay and look at an artwork or relic they feel utterly captivated by - 
who, and what is it? When it’s time to leave, what does everyone get from the gift shop? 

The museum includes artifacts from the RUINS of the City. 


Just Another Thursday - Peculiar Events (Diamonds) 


A OT show you lot a box that I was told to never let anyone open. Who gave it to you? What do each of you 
hope is in it? What do each of you fear might be in it? Who tries to open it? 


2 © We’re ona walk when paper lanterns start raining from above. Does that happen often? Who tries to 
catch one in their hands? Who’s worried that a lantern will get knocked over and start a fire? 
This takes place during a JOURNEY. 


3 OI meet my guardian angel. What form do they choose to greet you in? What is beautiful about them? 
What is terrifying about them? They give you one dire piece of advice - what is it? 
Angels may have deep connections to the RULES and/or SECRETS of the City. 


4 © We stumble upon a statue shrine to a goddess of love, adorned with plastic flowers and circled by 
worshippers. What old story can each of you remember about this goddess? How else, apart from the 
flowers, is that statue being worshipped? Do any of you join the worshippers, or leave an offering? 


5 © We get haunted by ghosts. Who are they? What did you do to awaken them? What are their names and 
temperaments? Are they mournful or rageful? How do you all deal with them? 


6 O[find a door I never noticed before. Where is it? What strange object has been painted upon it? What 
can you faintly hear coming from the other side? You had a dream about this door once - what about this 
situation is different from the dream? Do you peek through the keyhole? Do you go through? 


7 © We meet a witch on a street corner, offering minor spells for everyday situations. What spell do each 
of you request? One of the requests is flatly refused - which one and why? She grants the rest, then gives one 
of you a strange beautiful small fragile gift and says to look after it - who, and what is it? 


8 © We visit the giant wreck of an old metal war machine. What animal was this machine inspired by? 
What story can each of you remember about the wars? What’s that, moving deep inside the wreck? 
This wreck is one of the RUINS of the City. 


Q © We go the Somnial Cinema, to watch each other’s dreams. Who buys snacks, and who sneaks in their 
own? What unworldly visions get played beforehand as ads? A specific location, person, monster, event or 
symbolic objects reappears in everyone’s dreams - what is it? 

This screening is a GOING-ON. The Cinema may be connected to the City’s SECRETS. 


© We attend an insular mystic order’s public meeting. What rumour about them has each of you heard? 
Q Which of their teachings confuses each of you the most? Does anyone try to join the order? 
This order studies the SECRETS of the City. This meeting may be a GOING-ON of the city. 


ae, 


J ©O We go toa party held by the Gilded Prince. Who was invited, who’s tagging along, and who’s crashing? 
Which palace luxury is each of you most fascinated by? Who else there do you know? 
This party is a GOING-ON. The Gilded prince has some sway over the RULES of the City. 


Q © I notice a big machine following me. It seems hungry - do you feed it? It seems lost - do you try to help it 
find its way? It seems to be able to understand you - do you try to ask it a question? 


K O We visit our old school, now completely abandoned. Why did it have to be abandoned? How do you feel 
being back here? Something has claimed the building as a new home - what is it? 


The school is one of the new RUINS of the City. 


Just Another Thursday - Dramatic Events (Clubs) 


A © We pull a heist on the Palace of the Gilded Prince. Which of her treasures are you trying to steal? 
What role is everyone playing in the heist? How are you planning to enter and exit the palace? 


2 © Ichase you through the City streets. Why are you so intent on pursuing them? How have they managed 
to evade you so far? What’s your plan to outrun, outwit or outmaneuver them? 


3 OThave been challenged to a duel, and must prepare for it. Who was the challenger? What was the 
cause? Is there any chance of a peaceful resolution? How do you prepare? Who do you ask to help? 


4 OThave a court case. What’s it about? Who do you have arguing on your side? Who’s arguing for the 
other side? What weird little detail does everything seem to hinge on? 
The courts preside over the RULES of the City. 





5 © We infiltrate a meeting of an apocalyptic cult. How did we find out about the meeting? How are we 
disguised? Why does the cult want to bring about the end of the world? What security measures does the 
cult use to try to detect impostors? Why are we trying to infiltrate them in the first place? 

The cult is involved with the SECRETS of the City. 


6 © We undergo a mission to bring tribute to the gods of the City. What do we seek to gain from this? 
What god are each of us bringing tribute to? What form does each of our tributes take? 
This involves a JOURNEY through the City. Gods are attuned with the SECRETS of the City. 


7 © come into the possession of a terrible weapon. How does it come into your hands? What exactly does 
it do? Why can you not simply dispose of it? Who do you tell first? Are you tempted to use it? 


8 © We get into a huge argument. What’s it about? How long has conflict been stewing unaddressed? Who 
starts it? Who is the first one to raise their voice? Who is the first one to come to tears? 


9 © We compete as a team in the annual City-wide Sacred Games. What’s the prize for the winning team? 
What event is each of us most looking forward to? Who’s our main competition? 
This is a GOING-ON, heavily regulated by the RULES of the City. 


© We head all the way out to the Furthest Suburbs, to meet with an exiled sage. What was the sage known 
Q. for, pre-exile? What story has each of you heard for the reason why she was exiled? How does the City change as 
you approach it’s edges? When you meet with the sage, what do each of you ask her? 

The sage is initiated in the SECRETS of the City. Getting to her is a lengthy JOURNEY. 


— 


J © We go into the deep sewers, hunting for riches. What story of buried treasure is each of you most fascinated 
by? How do you deal with the darkness? How do you deal with the smell? What mutated lifeforms are living 
down here? What unworldly, dangerous treasure do you end up finding? 

This is a JOURNEY beneath the City. The sewers contain RUINS and SECRETS of the City. 


Q © We climb aboard a giant bat, and fly to investigate the castles of the mysterious Sky-Emperors. Jt is 
against the RULES of the City to investigate the truth of the Sky-Emperors - why? What legend of the 
Sky-Emperors do each of you remember? Why are you intent on finding the truth? 

These castles are RUINS of an older version of the City. They are connected to its SECRETS. 





K OA murder happens right near where I live. How do you find out? How well did you know the victim? 
Who do you suspect, initially? What unexpected clue throws a spanner in your theory? 





Just Another Thursday - Foreboding Events (Spades) 


© I see strangers with silver briefcases, watching me from a distance. How do you first notice them? 
What about them seems not quite human? They whisper something, from within your own mind - what is 
it? You remember seeing them once before, just before you had a terrible revelation - when was it? 


© We hear a news report saying the Internet might be coming back. What old story has each of you 
heard about the horrors of the Internet? Who- or what- is daring to propose bringing it back? What do the 
old legends say must be done if the Internet ever returns? 


© I look at my calendar, and notice that this month has been twice as long as usual. What did you 
have planned for the month that will now have to be skipped over? How often does the City get its months 
muddled up like this? What troubling thing can it sometimes be a sign of? 


© We realise our memories are disappearing, and being replaced with the memories of random 
strangers. What memory are each of you most upset about losing? Which new memory are each of you 
most confused about? One of you also got a memory from someone you know - who was it, who was the 
memory from, what was the memory about, and how does it change you feel about them? 


© It’s been raining for a full week at this point. What omens are there that it is going to be another 
flood? How are you each preparing for it? What do you each remember most about the last flood? 


© Crabs across the City have been picking up knives, and seem to know how to use them. Which of 
you has lost a knife, only to see some crab scuttling around with it? Which of you keeps trying to figure 
out where all these crabs came from in the first place? How is the media working to spread panic over a 
potential Crustacean Invasion? Which of you thinks that that is a legitimate threat? 


© I look up at the sky, and notice that there’s not nearly as many floating lights as there used to be. 
What positive feeling or memory did you most associate with the lights? Who- or what do you blame for 
their disappearance? You ask one of them what happened to it’s friend - what does it say? 


© Last night, everyone in the City dreamt the same dream of flying figures drifting down from beyond 
the heavens, laying ruin to the city through sword and flame. Which one of you mentions it first? What 
detail of the destruction stood out most to each of you? Which of one you is clearly more affected by it 
than the rest? What are the Dream-ologists on the radio saying about this? 


© My umbrella is snatched from my hand by a bird, who flies off with it. How long have birds been 
stealing umbrellas for? Where are they taking them? Do you try to get your umbrella back? 


© I notice a dread-star has appeared in the night sky. What do dread-stars look like? Where are they 
from? What happened the last time one appeared? How long does this one last? 


© I get an ominous letter, reminding me of an old debt to a cruel sorcerer. Why are you in debt with 
them? What form does the debt take? Why can’t you pay it? How had you been avoiding it? 


© We hear on the radio that the Queen of Buzzing Insects has fallen sick with a rare illness. What 
equally rare ingredient is said to hold the cure? How are the bugs responding to the news? 


© A rift is torn in the fabric of reality, in the space under a staircase. Where is the staircase? What 
strange little creatures crawl forth from it? Who goes to look through it, and what do they see? 


